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ABSTRACT 

PROBLEM TO BE SOLVED: To provide a video game device which can increase 
interest by making more versatile the representing styles of characters and 
a scenery image. 

SOLUTION: The video game device 2 is equipped with an image management 
part 213 which generates data of a character operated by a player and a 
scenery image changing with the behavior of the character and displays them 
on a display device and a sound source indication part 214 which outputs 
effect sound corresponding to the behavior of the character. The image 
management part 213 generates a scenery image viewed subjectively with the 
eyes of the character when the character stops and is ready to move and a 
scenery image obtained by objectively viewing the behavior of the character 
when the character is moving. The sound source indication part 214 outputs 
indications to hardware so that different effect sound is outputted 
depending upon the case of the objectively viewed scenery image and the 
case of subjectively viewed scenery image is displayed. 
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ABSTRACT 

PROBLEM TO BE SOLVED: To provide a video game machine capable of taking 
interest even by a player with little in leisure. 

SOLUTION: A CPU 1 of a video game machine specifies one of plural 
events concerning the ending of a story in a game world. Continuously, the 
CPU 1 judges whether or not the specified event can be omitted based on an 
omission possible flag which is contained in a state managing table. When 
the event is judged to be omission possible, CPU 1 stops the supply of the 
event in accordance with an event omitting signal inputted from a 
controller 21 and supplies a corresponding bridge pattern in place of the 
supply-stopped event. Thus, the number of supplied events concerning the 
ending of. the story is reduced and a game playing time spending till the 
ending of the story by the game player is shortened. 
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01349528 

Game system provided with message exchange function, game apparatus used in 
the game system, message exchange system, and computer readable storage 
medium 

Spielsystem mit Nachrichtenaustauchfunktion , Spielvorrichtung zum verwenden 
in das Spielsystem, Nachrichtenaustauch system, und Computerlesbares 
Speichermedium 

Systeme de jeu et function d'echange de messages, appareil de jeu utilises 
dans la systeme de jeu, et systeme d'echange de messages, et support 
d'enregistrement lisible par ordinateur 
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Video game system, method of saving, image, and recording medium with game 

program recorded therein 
Videospielsystem, Verfahren zum Abspeichern eines Bildes und Speichermedium 
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Systeme de jeu video, methode de sauvegarde d' images et support 

d'enregistrement pour programme de jeu 
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Image processing method, video game apparatus and storage medium 
Bildverarbeitungsverf ahren , Videospielvorrichtung und Auf zeichnungsmedium 
Methode de traitement d' image, appareil de jeu video et support 
d ' enregis trement 
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Image processing method and apparatus, and storage medium therefor 
B I LDVERARBE I TUNGS VERFAHREN UND -GERAT , UND SPEICHERMEDIUM DAFUR 
METHODE ET APPAREIL DE TRAITEMENT D 1 IMAGE , ET SUPPORT D'ENREGISTREMENT POUR 
CELA 
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Spherical surface machining apparatus and transporting apparatus therefore. 
Gerat zum Bearbeiten von spharischen Flachen und dazugehorige 

Fordereinrichtung . 
Appareil d'usinage de surfaces spheriques et convoyeur associe. 
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Composition for administration through a body cavity. 
Zusammensetzung zur Verarbreichung durch eine Korperof fnung. 
Composition pour 1 ' administration par une cavite corporelle. 
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Method and apparatus for manufacturing hollow cylindrical guide roller for 

magnetic recording tape . 
Verfahren und Gerat zur Herstellung einer hohlzylinderf ormigen Lenkrolle 
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01125787 

Video game system, method of saving image, and recording medium with game 

program recorded therein 
Videospiel system, Verfahren zum Abspeichern eines Bildes und Speichermedium 

zur Abspeicherung des Spielprogrammes 
Systeme de jeu video, methode de sauvegarde d* images et support 

d' enregistrement pour programme de jeu 
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ABSTRACT EP 983782 A2 

A game system has a manual controller for producing a control signal in 
response to a manual control input from a game player, and a game 
execution unit and a graphic display unit for generating a game image 
which represents a game space based on the control signal from the manual 
controller and/or a predetermined sequence. The game system also has a 
JPEG image data generator for recording image data of the game image in a 
memory card based on the control signal from the manual controller. 

ABSTRACT WORD COUNT: 88 
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LANGUAGE ( Publication, Procedural , Application) : English; English; English 
FULLTEXT AVAILABILITY: 

Available Text Language- Update Word Count 

CLAIMS A (English) 200010 2161 

SPEC A (English) 200010 13436 

Total word count - document A 15597 

Total word count - document B 0 

Total word count - documents A + B 15597 



l/3,AB/3 (Item 3 from file: 348) 

DIALOG (R) File 34 8: EUROPEAN PATENTS 

(c) 2003 European Patent Office. All rts. reserv. 



01072471 
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ABSTRACT EP 943362 A2 

A video game apparatus produces a image of a player character whose 
motion is operated by a player and a scene image which changes according 
to the motion of the player character, and displays the produced player 
character image and scene image on a display unit. The video game 
apparatus further produces sound effects according to the motion of the 
player character. The video game apparatus produces a first scene image 
subjectively viewed by the player character when the player character is 
stopped in a movable state, and a second scene image objectively viewing 
the motion of the player character when the player character is moved, 
and displays the produced one of the first and second scene images on the 
display unit. The video game apparatus produces different sound effects 
depending on which of the first and second scene images is displayed. 
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A plurality of presentation expressing data produced by different 
directors according to one game scenario are stored so as to correspond 
to progress data of the game scenario and identification data of the 
directors. When one of the directors is selected by a game player, the 
corresponding presentation expressing data is read out using the 
identification data of the selected director. CG images are produced 
based on the read-out presentation expressing data and displayed. If the 
game player selects another director during the progress of the game 
scenario, the corresponding presentation expressing data is read out so 
that CG images are produced based on the presentation expressing data of 
the different director and displayed. 
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JP 3298198 B2 10 G06T-011/80 Previous Publ. patent JP 6203126 

Abstract (Basic) : TW 232059 A 

The image data processing appts . designates each part of the object 
with the operation of a designation section (32) and displays object 
images on the display (2.3,55). The relative merits or the congeniality 
object image is judged by a judging section (31) based on the points 
with reference to the part image constituting each object image. Each 
object image is changed in accordance with the judged results and 
displayed on a display (23,55). When designating each part of the 
object, the point corresponding to the part is read out. The data 
relating to the object image is displayed (23) in response to the point 
read out. 

When designating each part of the object by operating the 
designation section (32), the first object image composed from the 
combination of part images corresponding to the each part and the 
second object image which has good congeniality with the first object 
image will be display portion (23) . 

USE - For battle game or congeniality telling game. 

Dwg. 1/37 

Abstract (Equivalent) : US 5491777 A 

An image processor comprising: 

first setting means in which at least two object images are 
previously stored, the respective object images each being 
representative of an object, the respective objects each including 
» plural parts, each of said plural parts having plural part images, the 

object images each comprising a combination of plural part images each 
selected from among the plural part images of the respective parts of 
the object; 

second setting means in which plural designating data are stored, 
said designating data designating the part images composing each of the 
object images which are stored in said first setting means; 

determining means for determining which one of the at least two 
object images stored in said first setting means wins in a battle 
between the at least two object images , on the basis of the 
designating data stored in said second setting means; and 

result display means for displaying the result of the determination 
by said determining means. 

Dwg. 17/37 
Derwent Class: P36; P85; T01; W04 

International Patent Class (Main): A63F-009/22; A63F-009/24; A63F-013/00; 
G06F-015/00; G06F-015/20; G06F-015/62; G06T-011/60; G06T-011/80; 
H04N-001/387 

International Patent Class (Additional) : A63F-009/06; G06F-019/00; 
G09G-005/00 
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014716451 

WPI Acc No: 2002-537155/200257 

Graphics processing method for expressing deformation and motion of an 
elastic object uses a transformation matrix representing behavior of 
rigid body then solves for elastic. 

16/26 # Tl/2 (Item 2 from file: 350) 
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014703025 
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Three-dimensional image processor has signal processor to divide 
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Input device for graphical display used in video game or flight 
simulator, translates user arm movements into flight movements on 
display 
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Three dimensional image processing system for video game machine, 
determines moving direction and moving speed of cursor in 3D-space, 
based on inclination of analog joystick and surface characteristics of 
3D -space 
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Recording medium with animation data for video game , has cell sprite 
data containing position data and texture data, and motion data which 
have change information on cell data corresponding to series of frames 

16/26, TI/6 (Item 6 from file: 350) 

DIALOG (R) File 350: Derwent WPIX 

(c) 2003 Thomson Derwent. All rts. reserv. 

013357683 

WPI Acc No: 2000-529622/200048 

Image processing method for video game apparatus, involves 
varying view points coordinates , when racing car collides with course 
wall 
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Video game apparatus for displaying game scene on display in which 
scene includes model viewed from predetermined viewpoint in virtual 
three-dimensional space 
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dimensional surface 
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Three-dimensional image processor for video game - determines 
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Image processing method for sports video game - comparing 
direction of moving objects and input direction for target movement , 
and selecting moving object in range 
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surrounds character, moving unit with reader for reading character 
coordinates to move mark near coordinate of that position and 
state changing unit for changing displayed state 
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Recording medium with animation data for video game , has cell sprite 
data containing position data and texture data, and motion data which 
have change information on cell data corresponding to series of frames 

Patent Assignee: SEGA ENTERPRISES KK (SEGA-N) ; SEGA CORP (SEGA-N) 
Number of Countries: 002 Number of Patents: 002 
Patent Family: 

Patent No Kind Date Applicat No Kind Date Week 
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Priority Applications {No Type Date) : JP 99277049 A 19990929 
Patent Details: 

Patent No Kind Lan Pg Main IPC Filing Notes 
JP 2001101440 A 26 G06T-013/00 

KR 2001050769 A G06T-013/00 

Abstract (Basic) : JP 2001101440 A 

NOVELTY - The frames which consist of two dimensional animation 
data (100) for generating a moving image is distributed in a cell. 
The cell sprite data have several cell data which contains position 
data and texture data and the motion data which contains cell stream 
data which has change information on the cell data corresponding to 
series of frame are also recorded. 

DETAILED DESCRIPTION - INDEPENDENT CLAIMS are also included for the 
following: 

(a) Image processing procedure; 

(b) Recording medium which recorded image processing program 
USE - Two dimensional animation is used in video game for home 

use . 

ADVANTAGE - A designer can generate animation of high quality 
independently. 

DESCRIPTION OF DRAWING (S) - The figure shows the component of the 
recording medium used in games. (Drawing includes non-English language 
text). 

2D animation data (100) 
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Image processing method for video game apparatus, involves 

varying view points coordinates , when racing car collides with course 

wall 

Patent Assignee: SEGA ENTERPRISES KK (SEGA-N) 
Number of Countries: 001 Number of Patents: 001 
Patent Family: 

Patent No Kind Date Applicat No Kind Date Week 

JP 2000207582 A 20000728 JP 9910936 A 19990119 200048 B 

Priority Applications (No Type Date) : JP 9910936 A 19990119 
Patent Details: 

Patent No Kind Lan Pg Main IPC Filing Notes 
JP. 2000207582 A 8 G06T-017/00 

Abstract (Basic) : JP 2000207582 A 

NOVELTY - The view points relating to moving condition of a 
racing car within virtual three dimensional space, are set. The course 
wall with stipulates course of racing car, has standard view points. 
When the car collides with the wall, the view point coordinates are 



changed. 

DETAILED DESCRIPTION - An INDEPENDENT CLAIM is also included for 
image processor * 

USE - For car race game apparatus. 

ADVANTAGE - Improves game efficiency by varying view points based 
on collision of car against wall. 

DESCRIPTION OF DRAWING (S) - The figure shows the block diagram of 
game apparatus. 
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Video game apparatus for displaying game scene on display in which 
scene includes model viewed from predetermined viewpoint in virtual 
three-dimensional space 
Patent Assignee: KONAMI CO LTD (KONA-N) ; KONAMI COMPUTER ENTERTAINMENT 
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YAGI K; YAMAMOTO M 
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Abstract (Basic) : EP 992945 A2 

NOVELTY - The video game apparatus displays a game scene 
including a model viewed from a predetermined viewpoint in a virtual 
three-dimensional space. A model-data storage unit stores model data 
which defines the model to be viewed. Arrangement data is also stored 
which specifies the model and includes position data in the virtual 
three-dimensional space. A display processing unit displays the model 
using the model data, the arrangement data and data related to the 
viewpoint. The arrangement data stored in the arrangement-data storage 
unit is different from each other. 

DETAILED DESCRIPTION - INDEPENDENT CLAIMS are also included for; a 
model display method; a readable recording medium for storing a model 
for use in a video game display for displaying a game scene. 

USE - Video game apparatus using optical or magnetic disc or 
semiconductor memory in which program data is recorded. 

ADVANTAGE - Allows game scene to be displayed on monitor to show 
variety. of displays. The memory capacity of a recording medium required 
for storing model data is reduced. 

DESCRIPTION OF DRAWING (S) - The drawing shows a block diagram 
showing the main portions of a game system of the invention and the 
functional blocks of a CPU. 

Monitor (2) 

Recording medium (5) 

Signal processing processor (11) 
Image processing processor (12) 



Viewpoint movement unit (61) 
Field of view determination unit (62) 
Instruction control unit (63) 
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Image processor for video game machine 
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Abstract (Basic) : JP 2000020755 A 

NOVELTY - The center-of-gravity position of surface data with a 
stereo' model in an image, is calculated. The distance of 
center-of-gravity position and specific flat surface is calculated 
when the center-of-gravity position existing in one side of the 
specific surface of the image. An image processing unit applies an 
image processing to the surface data depending on the calculated 
distance value.- 

DETAILED DESCRIPTION - INDEPENDENT CLAIMS are also included for the 
following: 

(a) an image processing procedure; 

(b) and a memory medium. 

USE - For video game machine. 

ADVANTAGE - Ensures more natural and colorful expression in a 
predetermined scene during movement of predetermined character. 
Enables simple processing of stereo model, such that surface condition 
of stereo model can be changed gradually. 

DESCRIPTION OF DRAWING (S) - The figure shows the flowchart 
explaining the operation of an image processor . 
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Abstract (Basic) : EP 943362 A2 

NOVELTY - An image processing method executed by a computer, 
involving detection of a display position and motion of a character 
on a display unit. A first and second scene images are produced based 
on the detected positions and motions with the first subjectively 
viewed by the character and the second objectively viewing motion of 
character (311). Both scenes are displayed on a display unit. 

DETAILED DESCRIPTION - INDEPENDENT CLAIMS are also included for (1) 
a video game apparatus and (2) a computer-readable program memory. 

USE - Method is for enhancing the attractiveness of a video game 
featuring e.g. fighting characters. 

ADVANTAGE - Method provides diversity in rendering character 
mannerisms and scene images. 

DESCRIPTION OF DRAWING (S) - Diagram of a radar image as an example 
of a subjective interface image. 

main character position (311) 
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Image processor for displaying character on screen for video game 
- has displaying unit for displaying mark in form of frame which 
surrounds character, moving unit with reader for reading character 
coordinates to move mark near coordinate of that position and 
state changing unit for changing displayed state 
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Abstract (Basic) : EP 700010 A 

The processor comprises mark displaying unit for displaying a mark, 
which is displayed as a cursor to indicate a character on the display. 
The mark moving unit moves the mark so as to indicate the 
character . 

A mark display state changing unit changes a displayed state of the 
mark depending on the advancement of the image processing state of 
the character. Both the displaying and changing of the mark are 
simultaneous, so that the characters position and processed image 
state are recognised together. 

ADVANTAGE - Easily and rapidly identifies displayed character. 
Predicts next movement of character. 
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VIDEO GAME SYSTEM AND MEMORY MEDIUM FOR 



VIDEO GAME SYSTEM 
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ABSTRACT 

PROBLEM TO BE SOLVED: To provide a video game 
player to easily view "a screen and to easily" take 
enables the player to comfortably enjoy games and a memory medium for the 
video games . 

SOLUTION: The image processor supplies the image data to move the 

position of a player object on the screen of a display device in a 

direction reverse to an instructed direction when the player instructs the 
moving direction of the player object by a control means to the display 

device. 
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METHOD AND DEVICE FOR PROCESSING THREE-DIMENSIONAL IMAGE, COMPUTER READABLE 
RECORDING MEDIUM RECORDED WITH THREE-DIMENSIONAL IMAGE PROCESSING 
PROGRAM AND VIDEO GAME DEVICE 
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ABSTRACT 

PROBLEM TO BE SOLVED: To easily plot the prescribed number of two or more 
same three- dimensional models which are made to move on a prescribed a 
closed orbit at a prescribed speed and connected at equal intervals. 

SOLUTION: The coordinates of the position of a three-dimensional model 
existing in the i-th section after the time when a unit time passes are 
calculated by adding a speed vector to the present coordinates . The 
rotating angle of the three-dimensional model existing in the i-th section 
after the time when the unit time passes is calculated by adding an angular 
speed to the rotating angle of the present three-dimensional model (ST19) . 
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ABSTRACT 

PROBLEM TO BE SOLVED: To cancel the unnatural movement of a ball by 
selecting, like a digest, the main parts of a game which do not depend on 
the key operation of a controller, displaying these parts on a screen, 
optimizing a camerawork during the game and making coincident the links of 
the natural movements of the ball and the actions of players . 

SOLUTION: The game is divided into blocks for each of ball dead, this image 
for each block is edited until the next block start (until restart of 
thinking and calculation) , a ball position is corrected, the exact 
announcement and camerawork are set and the images are reproduced as a 
digest. Thus, a player can securely grasp the progress of the game and the 
result and can enjoy the game with the pictures having higher reality. 
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ABSTRACT 

PROBLEM TO BE SOLVED: To provide a video game device for expressing the 
trace of an object moving in a video game on a screen. 
SOLUTION: A game device for displaying an object moving according to the 
development of a game as an image is provided with a means S132 for reading 
the present position of the object and a trace mark plotting means 
S132-S158 for plotting a trace mark with a length within a prescribed range 
from the present position , and for gradually making faint and 
extinguishing the rear edge side of the trace mark according to the lapse 
of a time. Thus, arithmetic amounts of the image processing can be 
reduced by reducing a trace polygon such as a tire. 
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Video game machine controller includes operating device that 
designates moving direction of image or game character according to 
inclination of housing, relative to control element 
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Three dimensional image processor for video game system, 
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front and back facing polygons 
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Electronic television gaming equipment comprises of a heat radiation 
structure with fan assisted cooling system includes connections for 
external modem and read/write external memory 
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Three dimensional texture mapping system for computer video game 
systems using a pre -stored texture map and a two dimensional image to 
produce a virtual three dimensional game space . 
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Game cartridge for three-dimensional video game system, generates 
character display with specified number of polygons in response to 
detected speed of character movement 
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Video game system, includes detachable cartridge having external ROM 
into which instructions for initiating particular camera mode and causing 
the processing device to respond to controller are stored 
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Image processor e.g. video game apparatus, displays word which 
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Image processor for personal computer, generates 3D image by 
perspective projection of image on flat surface according to view 
point, based on placement position of computed image for mirror 
reflection effects 
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Image processor for video games - moves first polygon such that 
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Sound generator synchronised with image display - has audio processing 
unit which reads out sound source data from memory to produce first and 
second sound source data which are converted into analog audio signals by 
D-A converters 
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Image display method for video game - setting first display object 
which moves in three-dimensional space and other display objects which 
track within predetermined range 
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Three-dimensional imaging device for video game unit - has memory 
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image process circuit, and back-lit spatial modulator 
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players operating sections 
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Image display method for video game - setting first display object 
which moves in three-dimensional space and other display objects which 
track within predetermined range 

Patent Assignee: SEGA ENTERPRISES KK (SEGA-N) 

Number of Countries: 001 Number of Patents: 001 
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JP 7244743 A 9 G06T-015/70 

Abstract (Basic) : JP 7244743 A 

The display method uses an image processor (1) and a display 
(2) . A memory (3) stores the display data and a processing program 
which performs the movement display of number of characters. Based on 
the operation of a joystick (4) , the display data is processed by a 
data processor (5) . A CPU (50) is operated according to the program in 
the memory. 

A number of characters are moved in the same direction, so that the 
setting display distance of the display area displays a character in 
the three-dimensional space and displays other characters within the 
predetermined range. An operating signal moves the display character in 
the group in the display area and outputs the display signal (Vd) to a 
display control circuit (60) . 

ADVANTAGE - Displays image according to change in situation. 
Obtains image seen from predetermined view point. 

Dwg.1/9 

Derwent Class: P36;' TOl;' W04 

International Patent Class (Main) : G06T-015/70 
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METHOD AND DEVICE FOR THREE-DIMENSIONAL IMAGE PROCESSING , 

THREE-DIMENSIONAL IMAGE PROCESSING PROGRAM, AND VIDEO GAME DEVICE 
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ABSTRACT 

PROBLEM TO BE SOLVED: To generate on a display screen a transformed image 
with a natural touch by intentionally distorting an original image. 

SOLUTION: A buffer 21 is equipped with an original image storage part 210 
which stores the original image and a model storage part 211 which stores a 
three-dimensional model consisting of a plurality of polygons having some 
of planes distorted in a three-dimensional space. A drawing processor 10 is 
equipped with an image pasting part 100 which reads the original image out 
of the original image storage part 210 and the three-dimensional model out 
of the model storage part 211 and pastes the original image as a texture on 
the three-dimensional model and a deformed image drawing part 101 which 
draws a deformed image as an image obtained by viewing the 
three-dimensional model pasted with the original image from a specific 
camera viewpoint by writing the transformed image to a frame buffer 213. 
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ABSTRACT 

PROBLEM TO BE SOLVED: To easily plot a polygon model having a contour at a 
high speed. 

SOLUTION: A video game device comprises a recording medium 200 in which 
the three-dimensional model with the normal vector of each polygon directed 
outwardly .is magnified, at a predetermined, magnification,, and a reverse 
model with the normal vector of each polygon directed inwardly overlapped 
on the model to form a model with edges, and a plotting processor 10 for 
plotting only the polygon directed in the direction of the viewpoint 
position of a virtual camera in the virtual game space on a monitor 22. 
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ABSTRACT 

PROBLEM TO BE SOLVED: To enable character images to be examined in advance 
before a coin is thrown in by providing an operation unit and a viewpoint 
switch- processing, circuit, which switch the viewpoint of an image for 
an attract demonstration in response to the operation of player. 

SOLUTION: When power is turned on for this video game device, on the 
screen of a monitor 6, a series of images for an attract demonstration 
which are previously determined, are displayed. For example, in the case of 
a racing game, a state wherein an automobile is running on a road surface 
is displayed from a viewpoint such as seeing the automobile from behind. 
Then, under the state, if a patron wants to know the shape, etc., of the 
automobile more in details, by pressing a viewpoint switching button 
provided on an operation unit, its switching input signal is provided to a 
viewpoint switch-processing circuit 8 through an I/O port 5, and after 
being viewpoint switch-processed into an image data for demonstration 
which is obtained from a ROM 3, an image composition is performed by a 
three dimensional image processing device 4, and the image for attract 
demonstration, under a state seen from another viewpoint / is displayed on 
the monitor 6. 
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Three-dimensional image processing method and apparatus and video game 
system 

Verfahren und Gerat zur dreidimensionalen Bildverarbeitung und 
Videospielsystem 

Methode et appareil de traitement d' image tri-dimensionnelle et systeme de 
jeu video 

LANGUAGE ( Publication, Procedural , Application) : English; English; English 
FULLTEXT AVAILABILITY: 

Available Text Language Update Word Count 

CLAIMS A (English) 200210 1008 

SPEC A (English) 200210 6797 
Total word count - document A 7805 
Total word count - document B 0 
Total word count - documents A + B 7805 



15/6/6 (Item 6 from file: 348) 

01386553 

Prop input device and method for mapping an object from a two-dimensional 
camera image to a three-dimensional space for controlling action in a 
game program 

Gerat zur Eingabe eines Objekts und Verfahren zur Abb il dung eines Objekts 

von einem zweidimensionalen Kamerabild auf einem Dreidimensionalen Raum 

zum Kontrollieren der Aktion in einem Spielprogramm 
Appareil pour 1 1 entree d'un objet et pour le mappage d'un objet provenant 

d'une image de camera bidimensionelle dans un espace tridimensionel a 

fin de controler 1' action dans un programme de jeu 
LANGUAGE ( Publication, Procedural, Application) : English; English; English 
FULLTEXT AVAILABILITY: 

Available Text Language Update Word Count 

CLAIMS A (English) 200205 1491 

SPEC A (English) 200205 7524 
Total word count - document A 9015 
Total word count - document B 0 
Total word count - documents A + B 9015 



15/6/7 (Item 7 from file: 348) 

01349256 

Image generating device, image generating method, readable storage medium 
storing image generating program, and video game device 

Bilder zeugungsvorrichtung , Bilderzeugungsverf ahren , computerlesbares 

Auf zeichnungsmedium mit Bilderzeugungsprograxnm und Videospielvorrichtun 

g 

Dispositif de formation d' image, procede de formation d 1 image, support 
d' enregistrement lisible avec progamme de creation d' images et appareil 
de jeu video 

LANGUAGE ( Publication, Procedural Application) : English; English; English 
FULLTEXT AVAILABILITY: 

Available Text Language Update Word Count 

CLAIMS A (English) 200145 1165 

SPEC A (English) 200145 8807 
Total word count - document A 9972 
Total word count - document B 0 
Total word count - documents A + B 9972 



15/6/8 (Item 8 from file: 348) 

01136275 

Video game apparatus , model display and readable recording medium therefor 
Videospielgerat , Modellanzeige und lesbares Auf zeichnungsmedium dafur 
Appareil de jeu video, affichage de modele et support d 1 enregistrement 
lisible 

LANGUAGE ( Publication, Procedural , Application) : English; English; English 
FULLTEXT AVAILABILITY: 

Available Text Language Update Word Count 
CLAIMS A (English) 200015 510 



SPEC A (English) 200015 5139 

Total word count - document A 5649 

Total word count - document B 0 

Total word count - documents A + B 5649 



15/6/9 (Item 9 from file: 348) 

01132167 

Image processing method and electronic device 

Bildverarbeitungsprozessorverf ahren und elektronischer Apparat 
Methode de processeur s 1 images et dispositif electronique 

LANGUAGE ( Publication, Procedural , Application) : English; English; English 



FULLTEXT AVAILABILITY: 

Available Text Language Update Word Count 

CLAIMS A (English) 200013 455 

SPEC A (English) 200013 9382 

Total word count - document A 9837 

Total word count - document B 0 

Total word count - documents A + B 9837 



15/6/10 (Item 10 from file: 348) 

00958651 

Image perspective control for video game images 

Bildsignalperspektivevorrichtung fur Video spiele 

Appareil de controle de perspective d 1 image pour jeux video 

LANGUAGE ( Publication, Procedural, Application) : English; English; English 



FULLTEXT AVAILABILITY: 

Available Text Language Update Word Count 

CLAIMS A (English) 9841 1644 

SPEC A (English) 9841 7353 

Total word count - document A 8997 

Total word count - document B 0 

Total word. count -.documents A + B 8997 



15/6/11 (Item 11 from file: 348) 

00922086 

IMAGE PROCESSOR, GAME MACHINE, IMAGE DISPLAY METHOD, AND RECORDING MEDIUM 
BILDPROZESSOR, SPIELGERAT, B I LD AN Z E I GEVERF AHREN UND AUFZEICHNUNGSMEDIUM 
PROCESSEUR D* IMAGES, JEUX VIDEO, PROCEDE D'AFFICHAGE D 1 IMAGES ET SUPPORT 
D • ENRE GI S TREMENT 

LANGUAGE ( Publication, Procedural , Application) : English; English; Japanese 



FULLTEXT AVAILABILITY: 

Available Text Language Update Word Count 
CLAIMS A (English) 9831 2818 
SPEC A (English) 9831 8331 

Total word count - document A 11149 
Total word count - document B 0 



Total word count - documents A + B 11149 



15/6/12 (Item 12 from file: 348) 

00891765 ....... 

AN IMAGE PROCESSOR, A GAME MACHINE USING THE IMAGE PROCESSOR, A METHOD OF 

IMAGE PROCESSING AND A MEDIUM 
Bildverarbeitungsgerat, Spielmas chine mit diesem Bildverarbeitungsgerat , 

Bi ldverarbei tungsver f ahren und-medium 
PROCESSEUR DAMAGES, CONSOLE DE JEU FAISANT APPEL A CELUI-CI , TECHNIQUE ET 

APPAREIL DE TRAITEMENT DAMAGES 
LANGUAGE ( Publication, Procedural , Application) : English; English; Japanese 



FULLTEXT AVAILABILITY: 

Available Text Language Update Word Count 

CLAIMS A (English) 9820 847 

SPEC A (English) 9820 7628 

Total word count - document A 8475 

Total word count - document B 0 



Total word count - documents A + B 8475 



15/6/13 (Item 13 from file: 348) 

00791011 

IMAGE PROCESSOR AND ELECTRONIC APPARATUS 

B I LDVERARBE I TUNGS PROCESSOR UND E LEKTRONI S CHER APPARAT 

PROCESSEUR D 1 IMAGES ET DISPOSITIF E LEC TRONI QUE 

LANGUAGE ( Publication, Procedural , Application) : English; English; Japanese 
FULLTEXT AVAILABILITY: 

Available Text Language Update Word Count 

CLAIMS A (English) EPAB97 479 

SPEC A " (English) EPAB97 9734 
Total word count - document A 10213 
Total word count - document B 0 
Total word count - documents A + B 10213 



15/6/14 (Item 14 from file: 348) 

00760823 

Image processing and recording media 
Bildverarbeitung und Auf zeichnungtrager 
Traitement d* image et moyen d 1 en regis trement 

LANGUAGE ( Publication, Procedural , Application ) : English; English; English 
FULLTEXT AVAILABILITY: 

Available Text Language Update Word Count 

CLAIMS A (English) EPAB96 510 

SPEC A (English) EPAB96 7223 
Total word count - document A 7733 
Total word count - document B 0 
Total word count - documents A + B 7733 



15/6/15 (Item 15 from file: 348) 

00760561 

Method of producing image data and associated recording medium 
Verfahren zur Erzeugung von Bilddaten und zugehoriger Auf zeichnungstrager 
Methode pour produire des donnees d 1 image et support d ' enregis trement 
associe 

LANGUAGE ( Publication, Procedural , Application ) : English; English; English 
FULLTEXT AVAILABILITY: 

Word Count 
1356 



Available Text 
CLAIMS A 
CLAIMS B 
CLAIMS B 
CLAIMS B 
1 SPEC A 
SPEC B 
Total word count 
Total word count 



Language 
(English) 
(English) 
( German) 
(French) 
(English) 
(English) 

document A 
document B 



Update 
EPAB96 
200243 
200243 
200243 
EPAB96 
200243 



Total word count - documents A + B 



621 
555 
756 
9584 
9482 
10943 
11414 
22357 



15/6/16 (Item 16 from file: 348) 

00760369 

Method of producing image data, image data processing apparatus, and 
recording medium 

Bilddatenerzeugungsverf ahren, Bilddatenverarbeitungsgerat und Auf zeichnungs 
medium 

Methode pour produire des donnees d 1 image, appareil de traitement de 
donnees d' image et support d' enregis trement 

LANGUAGE ( Publication, Procedural , Application) : English; English; English 
FULLTEXT AVAILABILITY: 

Available Text Language Update Word Count 

CLAIMS A (English) EPAB96 1187 

SPEC A (English) EPAB96 12151 
Total word count - document A 13338 



Total word count - document B 0 
Total word count - documents A + B 13338 



15/6/17 (Item 17 from file: 348) 

00658842 

Producing image data representing a picture 
Verfahren zur Erzeugung von Bilddaten 

Procede pour produir des donnees d 1 image representant une image 

LANGUAGE ( Publication, Procedural, Application) : English; English; English 
FULLTEXT AVAILABILITY: 

Available Text Language Update Word Count 

CLAIMS B (English) 200237 2002 

CLAIMS B (German) 200237 1656 

CLAIMS B (French) 200237 2416 

SPEC B (English) 200237 5749 
Total word count - document A 0 
Total word count - document B 11823 
Total word count - documents A + B 11823 



15/6/18 (Item 1 from file: 349) 

00456597 

DATA PROCESSING SYSTEM AND METHOD FOR DETERMINING AND ANALYZING 

CORRESPONDENCE INFORMATION FOR A STEREO IMAGE 
SYSTEME ET PROCEDE DE TRAITEMENT DES DONNEES 

Publication Language: English 
Fulltext Availability: 

Detailed Description 

Claims 

Fulltext Word Count: 80157 
Publication Year: 1998 



15/6/19 (Item 2 from file: 349) 

00382208 **Image available** 

METHOD AND APPARATUS FOR CONVERTING A TWO-DIMENSIONAL MOTION PICTURE INTO A 

THREE-DIMENSIONAL MOTION PICTURE 
PROCEDE ET APPAREIL DE CONVERSION DE FILMS EN DEUX DIMENSIONS EN FILMS EN 

TROIS DIMENSIONS 

Publication Language: English 
Fulltext Availability: 

Detailed Description 

Claims 

Fulltext Word Count: 33355 
Publication Year: 1997 



15/3, K/3 (Item 3 from file: 348) 

DIALOG (R) File 34 8: EUROPEAN PATENTS 

(c) 2003 European Patent Office. All rts . reserv. 



01423558 

Three-dimensional image processing method and apparatus 
Verfahren und Gerat zur dreidimensionalen Bildverarbeitung 
Methode et appareil de traitement d' image tri-dimensionnelle 

PATENT ASSIGNEE: 

Konami Corporation, (3072830), 3-1, Toranomon 4-chome, Minato-ku, Tokyo, 

(JP), (Applicant designated States: all) 
INVENTOR: ....... 

Kohira, Toshio, Konami Comp . Entert. Osaka, Inc., 5-25, Umeda 2-chome, 

Kita-ku, Osaka-shi, Osaka, (JP) 
Shinkai, Tatsuya, Konami Comp. Entert. Osaka, Inc., 5-25, Umeda 2-choine, 

Kita-ku, Osaka-shi, Osaka, (JP) 
LEGAL REPRESENTATIVE: 

Muller-Bore & Partner Patentanwalte (100651), Grafin'ger Strasse 2, 81671 

Munchen, (DE) 

PATENT (CC, No, Kind, Date) : EP 1202221 A2 020502 (Basic) 

EP 1202221 A3 020918 
APPLICATION (CC, No, Date) : EP 2001125314 011025; 
PRIORITY (CC, No, Date) : JP 2000333815 001031 

DESIGNATED STATES: AT; BE; CH; CY; DE; DK; ES; FI ; FR; GB; GR; IE; IT; LI; 

LU; MC; NL; PT; SE; TR 
EXTENDED DESIGNATED STATES: AL; LT; LV; MK; RO; SI 
INTERNATIONAL PATENT CLASS: G06T-015/10; G06T-017/00 
ABSTRACT WORD COUNT: 122 
NOTE: 

Figure number on first page: 1 

LANGUAGE ( Publication, Procedural , Application) :. English; English; English 
FULLTEXT AVAILABILITY: 

Available Text Language Update Word Count 

CLAIMS A (English) 200218 1527 

SPEC A (English) 200218 6545 

Total word count - document A 8072 
Total word count - document B 0 

Total word count - documents A + B 8072 

...SPECIFICATION OF THE PRESENT INVENTION 

FIG. 1 is a block diagram showing one embodiment of a video game 
system according to the present invention. This game system 1 is provided 
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of a game, an amplifying circuit 3 and a loudspeaker 4 for outputting 
sound effects . . . 



15/3 ,K/5 (Item 5 from file: 348) 

DIALOG (R) File 34 8: EUROPEAN PATENTS 

(c) 2003 European Patent Office. All rts. reserv. 

01399906 

Three-dimensional image processing method and apparatus and video game 
system 

Verfahren und Gerat zur dreidimensionalen Bildverarbeitung und 
Videospiel system 

Methode et appareil de traitement d' image tri-dimensionnelle et systeme de 
jeu video 

PATENT ASSIGNEE: 

Konami Corporation, (3072830), 3-1, Toranomon 4-chome, Minato-ku, Tokyo, 
{ JP) , (Applicant designated States: all) 
INVENTOR: 

Higashiyama, Makoto, Konami Computer Entertainment Osaka, Inc., Kita-ku, 

5-25, Umeda 2-chome, Osaka-shi, Osaka, (JP) 
Shinkai, Tatsuya, Konami Computer Entertainment Osaka, Inc., Kita-ku, 

5-25, Umeda 2-chome, Osaka-shi, Osaka, (JP) 



Nagayama, Kentaro, Konami Computer Entertainment Osaka, Inc., Kita-ku, 

5-25, Umeda 2-chome, Osaka-shi, Osaka, (JP) 
LEGAL REPRESENTATIVE: 

Muller-Bore & Partner Patentanwalte (100651), Grafinger Strasse 2, 81671 

Munchen, (DE) 

PATENT (CC, No, Kind, Date) : EP 1184811 A2 020306 (Basic) 

EP 1184811 A3 020918 . 
APPLICATION (CC, No, Date): EP 2001119700 010823; 
PRIORITY (CC, No, Date) : JP 2000263773 000831 

DESIGNATED STATES: AT; BE; CH; CY; DE; DK; ES; FI ; FR; GB; GR; IE; IT; LI; 

LU; MC; NL; PT; SE; TR 
EXTENDED DESIGNATED STAT ES : AL; LT; LV; MK; RO; SI 
INTERNATIONAL PATENT CLASS: G06T-015/60 
ABSTRACT WORD COUNT: 86 
NOTE: 

Figure number on first page: 1 

LANGUAGE ( Publication, Procedural , Application) : English; English; English 
FULLTEXT AVAILABILITY: 

Available Text Language Update Word Count 

CLAIMS A (English) 200210 1008 

SPEC A (English) 200210 6797 
Total word count - document A 7805 
Total word count - document B 0 
Total word count - documents A -I- B 7805 

...SPECIFICATION OF THE PRESENT INVENTION 

FIG. 1 is a block diagram showing one embodiment of a video game 
system according to the present invention. This game system 1 is provided 
with a main game unit, a television (TV) monitor 2 for displaying 
images of a game, an amplifying circuit 3 and a loudspeaker 4 for 
outputting sound effects. . . 
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...SPECIFICATION example, calculation according to the operation of the 
controller 29. 

Next, with reference to FIG. 2 , images displayed in the video 
game executed in this game system are summarily described. FIGS. 2A and 
2B are diagrams showing. . . 
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...SPECIFICATION device according to one embodiment of the present 
invention, which shows the appearance thereof. 

FIG. 2 is a view of a software cartridge of the video game 
device according to said one embodiment of the present invention. 
FIG. 3 is a block... the second example of the video game. 



Best Modes for Carrying out the Invention 

A video game device according to one embodiment of the present 



invention will be explained with reference to FIGs . 1 to 4 . FIG. 1 is a 
perspective view of the video game device according to the present 
embodiment, which shows its appearance. FIG. 2 is a view of a 
software cartridge for use in the video game device according to the 
present embodiment. FIG. 3 is a block diagram of the hardware video 
game device according to the present embodiment. FIG. 4 is a block 
diagram of a function of the video game device according to the 
present embodiment. 

Game Device Body. - * 
In the video game device according... 
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...SPECIFICATION diagram of a video game apparatus according to an 
embodiment of the present invention; 

FIG. 2 is a view of a video game image displayed on a 
television monitor of the video game apparatus; 

FIGS. 3A and 3B are views of video game images, showing the manner in 
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..SPECIFICATION to image data defined by two-dimensional coordinates. 

All of these conversions are performed using image processing 
technology that is publicly known. Here, by display objects are meant the 
person 310, building 310A, and the mountain-like background 310B in Fig. 
5A. These are displayed as two -dimensional images on the display 
screen of the TV receiver, as depicted in Fig. 5. Ordinarily, the... 
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...SPECIFICATION With the progress in computer graphics technology in 

recent years, data processing devices such as video game machines and 
simulation machines have become commonly used. A video game . machine, 
for example, is provided with peripherals, such as game pads, joysticks, 
a monitor, or the like, and a game main bit containing a CPU which 
implements image processing , sound processing, data communications 
with the peripherals, and the like. Image processing in video game 

machines is extremely important in terms of raising the value of the 
product, and therefore. . . 

...in recent years. For -example, games involving stereoscopic 
three-dimensional (3D) image representations, rather than two 
-dimensional images , have come to be widely played, and highly advanced 
image processing is conducted in games of this kind. 
In cases where graphics for game screens are. . . 
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filter disparity selection. 

Here, the software/algorithm is an image processing algorithm which 
receives two images , one image from the left camera and the other 
image from the right camera. The... 
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. . .ABSTRACT A2 

A video game machine includes a plurality of operation units (16) 
corresponding to a plurality of leading characters appearing in a 
virtual three-dimensional space, a game-screen display unit ( 2 ) , a 
coordinate storage unit (5) for storing pairs of coordinates set so as 
to be related to the leading characters , a game-screen display-control 
unit (61) for displaying, on the game-screen display unit, a game screen 
obtained by using, as a viewpoint, any one of the pairs of coordinates , 
an operation determination unit (60) for determining whether a 
viewpoint-switching operation has been implemented among operations using 
one operation unit (16) for moving one leading character related to 
the pair of coordinates of the viewpoint in the game screen displayed 
on the game-screen display unit ( 2 ), and a viewpoint-switching-display 
control unit (62) for initiating a viewpoint-switching movement of 
switching the pair of coordinates of the viewpoint to another pair of 
coordinates when the operation determination unit (60) has determined 
that the viewpoint-switching operation has been. . , 
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.SPECIFICATION game apparatus generally designated by numeral 2 is 
presented,. . 

As shown in Fig. 2, the video game apparatus 2 comprises a 
command analyzing section 211, a player character position / motion 
detecting section 212, an image managing section 213 and a tone generator 
managing section 217... 
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...CLAIMS a frame which surrounds the character. 

3. An image processor according to Claim 1 or 2 , wherein said mark 
moving means comprises character coordinate reading means for 
reading a coordinate position of the character to move the 
mark to near the coordinate of that position . 

4. An image processor according to Claim 1, 2 or 3 comprising character 
display scale. . . 
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20 In this example the total error is actually the sum of 
-2 0 4 

error over each time t where t goes from 1 to T . Therefore 

the outputs of the TLRN at each time have two ways of changing 

total error: 

(1) A direct way when the current predictions ' @ (t) are 
different from the current targets Y (t) ; 

( 2 ) An indirect way based on the impact of R(t) on errors in 
later time periods . 

Therefore the derivative feedback coming into the TLRN is 
actually the sum of two feedbacks from two different sources. 
As a technical detail, note that R(O) needs to be specified 
somehow. . . 

.represents the external inputs to the entire 

system. In our case, X(t) consists of two variables, 

indicating which squares in the maze contain obstacles and 

which .contains the. goal respectively .. .Fundamentals of Neural Networks: 

architectures , 

algorithms and applications, Prentice Hall, 1994.) 
Strictly speaking there are two kinds of truncation — 
ordinary one-step truncation (figure 22) and multi-step 
truncation which is... 



.between truncation and BTT can be seen even' in a 

simple scalar example, where n= 2 and the feed-forward 

calculation is linear. In this case, the feed- forward 

calcuiati:on is: 

y(l) = A * y(0) +B * X (J7) 

-2 0 7 

y( 2 ) = A y(l) +B * X (J8) 
In additon, 

E = Error (Y-y ( 2 ) ) ' V9) 

2 
aE 

-=y ( 2 )-Y VI 0) 
ay( 2 ) 

In truncation, we use equation (J8) and deduce: 
aE = aE * ay( 2 ) = (Y( 2 ) - Y) * X(J) 1) 
aB ay( 2 ) aB 

But for a complete calculation, we substitute (J7) into (J8), 
deriving : 

Y{ 2 ) = A2 * y (0) +A * B * X +B * X 
12 

which "yields : 
aE 

- = (y( 2 ) - Y) * (A *X + A@. (J13) 
aB 

The result in equation (Jll) is usually different from...SRNs so as to 
improve the calculation in early 

iterations. In summary, though simultaneous backpropagation 
-2 0 9 

may be powerful enough to solve this problem, there was 
sufficient doubt that . . . in the brain, we see no reason to use this 
method . 

To describe the system, two examples are used to show 
that the SRN design has more general function approximation 
capabilities .. .maze problem, a little robot 

is asked to find the shortest path from the starting position 
to a goal position on a two -dimensional surface where there 
are some obstacles. For simplicity, this surface is usually 
represented as . . . 

. 0 when the 

square * is - ' clear arid l'when it is covered by an obstacle; 
( 2 ) The coordinates of the goal; 
(3) The coordinates of the start. 

In actuality, for our purpose, it was better to represent the 
goal ... 

.robot control in cluttered 

space by artificial neural network 11 , Math Modeling and 
Science Computing, Vol. 2 , pp. 498 — 502, 1993.) Widrow in 
several plenary talks has reported that his neural truck ... study the 
example maze 

shown in figure 24. In this figure, G represents the goal 
position , which is assigned a value of 11 1' 1 ; the other 
numbers represent the true values of... 

.and learning used for the Net A/Net B 

problem will be discussed briefly, then two special features 

— cellular architecture and adaptive learning rate(ALR) used 
for the maze problem, will... 

.network and the 

f eed-torward network f' in the SRN was a' standard MLP with "two 
hidden layers. The input vector X consisted of six numbers 
between -1 and +1. The two hidden layers and the output layers 
all had three neurons. The initial weights were chosen... 



.or ' 'Lie Group 1 1 



techniques . ...... • 

Weight-sharing has been used almost exclusively for 

-5 applications like character recognition or image processing 
where the inputs form a two -dimensional array of pixels. In 
our maze problem the inputs and outputs also form arrays... can be reduced 
to just over 100. 

Actually this would make it possible to add two or three 
additional types of hidden neurons without exceeding 1,000 
weights. This trick was... 

. in 

existence. Intuitively AT&T justified this idea by arguing 
that similar patterns in different locations have similar 
meanings. However, there is a more rigorous mathematical 
justification for this procedure as... 
.case of the Lie-group method pioneered 

much earlier by Laveen Kanal and others in image processing - 
Formally speaking, if we know that the function F to be 
approximated must obey a. . . 

..transformation, . .then . we can require that the neural network 
possess the same symmetry. 

Both in image processing and in the maze problem, we can 
use the symmetry with respect to those transformations M which 
move all the pixels by the same distance to the left, to the 
right or up... any other cell. Only the inputs and outputs are 
different because they come from different locations . The general idea 
of our design is shown in figure 25. 

Notice that each cell is made up of two parts: a connector 
part- and a local memory part. The connector part receives the 
inputs . . . 

.this figure it can be seen that each cell 

receives 11 inputs on each iteration. Two of these inputs 
represent the goal and obstacle variables, A[ix] [iyj and 
B[ix. . . 

.of iterations for SRN to only 

1 on the first 20 trials, and then to 2 for the next 20 
trials . . . and so on up until there were 20 
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... industry of videogames. To do animation on the fly, the game must 

contain images of characters in each possible position / much like the 
eels Disney used as a cartoon animator half a century ago. So the game 
creator makes and stores 10 or 20 frames of each character , to be played 
back when the player moves the joystick or fires a button. .This process 
is known as rotoscoping. It used to... 

...graphic artist had to paint each picture element or pixel one at a time, 
and movement was jerky and not very natural. No one will ever mistake 
Super Mario for a... 

PRODUCT NAMES: 3662655 (Computerized Video Image Processors) ; 3651921 
(Home Video Games) 
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COMPUTER-GENERATED CHARACTERS with humanoid motion are becoming 
increasingly pervasive in ^today's video games , films, and TV programs. 
Nowadays, we're no longer am^azed when we see, in a... 

. . . intensive and unchallenginc* 
BRING ON THE COMPUTERS 

Instead, keyframing harnesses software algorithms that describe a 
character ? s movements , beginning with the six degrees of freedom for 
each skeletal joint center. TheseNvariables encompass the location and 
orientation characteristics for each joint; x, y, and z 3-D coordinates ; 
azimuth; elevation; and roll. Skeletal characteristics alone are 
insufficient, though. The model also\nust predict how joint movement will 
deform the surface skin, muscles, hairy and clothing to achieve a realistic 
appearance . 

Once. . . 

. . .electronics world, such as HDL-based design, intellectual-property 
cores, and high-level software languages. 

Motion capture accomplishes much the\same result as rotoscoping but 
in 3-D. The basic concept... 

...2). You then capture numerous times per secofad each sensor's x, y, and z 
coordinates . After determining sample- to- samp re location and 
orientation statistics, appearing as a moving , ^connected cloud of data 
points on the computer screen, you can apply themVo the animated 
character of interest (see sidebar "Greater than ojie sum of its 
part(icle)s n ) . 

(Figure 2 ... 3) . 
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his artistic endeavors, but also to support them; reduced to its 
initials, VNS is an image - processing device he builds and sells to 
performers, composers, researchers and other artists. 
What VNS does. . . 

...early installations, shown at a time before many people used much 
computing power outside arcade video games , were "more open to the raw 
experience," Rokeby recalls. They focused on the physical, and... turned his 
early installations inside out, giving audiences the chance to watch the 
computer's image - processing operation as it happened and to see what 
the machine had been seeing for all... 
...were being watched." 

. So in Watch, Rokeby created an overtly voyeuristic experience. Video 
projectors shine two images side-by-side, each a processed version of a 
surveillance camera's view of a... 

. . .determining which pixels have changed, but that whole procedure is 
invisible to the viewer. The image - processing techniques used in Watch 
are a dissection of VNS 1 s internal workings. On one side... 
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Rainmaker Digital Pictures Deepens Relationship With DVD Maestro (TM), 



JOURNAL CODE: WCNW - LANGUAGE: English RECORD TYPE: FULLTEXT 
WORD COUNT: 610 

VANCOUVER, June 26 /CNW/ - Acura Technology Group, Inc. is pleased to 
announce that Rainmaker Digital Pictures (TSE: RNK) has purchased a second 
Spruce Technologies DVDMaestro (TM) authoring system. 

''When we're creating DVD titles, we want to be able to concentrate on 
the quality of our content, on getting the best possible video, audio, and 
interactivity on every disc. We look for tools that facilitate the 
authoring process, and we've been very pleased with the ease of use that 
Spruce's software offers, 1 1 stated Richard Mardon, manager of Rainmaker's 
new media services. x 'Another key factor has been Spruce's outstanding 
technical support. They've listened to our feedback, and worked hard to 
develop the features we've requested' 1 . 

(USE FORMAT 7 OR 9 FOR FULLTEXT) 
... that they have purchased DVDMaestro (TM) for use in both their Los 

Angeles and Vancouver locations , ' 1 said Carolyn Kinzie, Acura Technology 
Group, Inc. ' x We are committed to providing continued value to. . . 
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It's all work, all play at new college DigiPen Institute offers tough 
4 -year program in game design 

Johnson, Dennis 

Puget Sound Business Journal (Seattle, WA, US), V18 N45 pl7 
PUBL DATE: 980313 
WORD COUNT: 1,131 

DATELINE: Redmond, WA, US, Pacific 



. . .major backing from Nintendo of America, creator of the popular 
Donkey Kong and Super Mario video games , DigiPen opened last month with 
40 students who hope to earn four-year degrees in Real Time Interactive 
Simulation . 

Translated, that means a heavy course load in video - game 
programming and computer animation, as well as credits in math, physics, 
data structure and algorithms, image - processing , marketing - even 
mythology. 

The state-accredited private institution, officially recognized by Gov. 
Gary Locke in. . . 



CANADA NEWSWIRE 

June 26, 1998 16:16 



Buying Second System 




TEXT: 



...and sits in the shadow of computer powers Microsoft, Digital, Compaq and 
Sierra Online. 



"This location is the video game -making capital of the world, and 
for that matter, for a lot of other software... 

...it. Spending it's easy," although he concedes that, after years of 
dreaming of molding video games to his own vision, it will be hard not 
to jump right back into the. . . 

...exit early will be fed by demand. Students can expect to be courted 
fervently by video game makers, particularly Nintendo of America, said 
chairman Howard Lincoln. "The video game , computer animation and 
special effects industries are thirsting for new talent," he said. 

Comair understands the chronic shortages of qualified applicants to 
work in the video game industry - and how to respond. Fed up with 
perpetual understaf f ing at DigiPen Corp., the Vancouver, B.C., company he 
also heads, he started a two-year program there in video - game 
technology and computer animation four years ago. 

That associate degree program draws 25,000 applicants... 

...in programming, after which a student would be "quite attractive already 
and quite functional" in video game production, said Comair. 

But the bachelor of science degree in real-time simulation and a... 

...logic, technological adroitness and artistic and humanistic talent 
needed to originate games not yet imagined. 

Video games first require a compelling story and challenging 
interactions, Comair explained. Visual graphics must be appealing. . . 

...or computer-generated foes who respond through artificial intelligence 
algorithms . 

All must be made to move and interface through a complex and rigidly 
precise software "engine." Four years of specialized course ... simulation is 
needed, as in flight simulators for aerospace. 

Comair added that the demand for video games and for the simulation 
experts that create them will not slow down "as long as... 

...that want to have fun, to pass a good moment or even to educate 
themselves . " 

Video games are also much less susceptible to the kind of 
hard-drive hegemony that has emerged... 

...to secure a market niche. 

He hopes that DigiPen graduates will not only secure good positions 
in an industry tallying $15 billion worldwide on video game consoles 
alone. His dream is for many to launch their own companies and raise the... 

...DESCRIPTORS: Computer & video games 
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TEXT: 

. . . to cut back its capital spending next year. What was true, however, was 
that the move to 300 mm wafer production lines will be delayed. Intel 
thinks that it can get ... developments and mastery have been achieved in 
power control, 3D positioning software, 2 and 3D image processing , 
precision motion control, pattern recognition, materials handling and 
system design and integration. It now primarily makes turnkey. . . 

. . . ABS and air flow, consumer product microelectronic components and 
circuitry for smart batteries, camcorder stabilization, video games , 
semiconductors devices through the fabrication of OCB and chip resisters 
and PCB solder paste inspections ... the mid-teens. This will significantly 
broaden the market but the company will have to move down the production 
cost curve just as rapidly if it is to profitably address the... has been 
building out quite an. impressive national, network. This will put it in 
better position than the RBOCs (Baby Bells) to offer larger companies a 
bundled service package on a... 
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A' virtual turnabout: Contractor builds a business out of military spinoffs 

Kaplan, Peter 

Washington Times (Washington, DC, US) pA14 
PUBL DATE: 960902 
WORD COUNT: 919 

DATELINE: Vienna, VA, US, South Atlantic 
TEXT : 

...Cambridge's Voyager program is the heart of a cutting-edge arcade 
game that uses motion -and imagery in a simulated, aerial dogfight. 

When the game debuts later this year in... 

...commercialize the PowerScene software and hooked up with a company that 
can build three-dimensional motion "pods . " For about $5, players will 
climb into one of the pods and fly into. . . 

...Grand Canyon or undersea. 

"We always saw that the future of the company was to move the 
technology into higher-return, commercial markets," Mr. Carrington said 
during a recent interview in... 

. . . terms rather than government terms . " 

The Entrepreneurs 

* Company: Cambridge Research Associates 

* Business: Computer graphics and image processing 

* Founders: Andrew Carrington, Paul Sterbutzel, Frank Trumbower 

* Location : Vienna 

* Employees: 70 

* Initial investment: $160,000 
...DESCRIPTORS: Computer & video games ; 



20/3,AB,K/7 (Item 7 from file: 635) 



DIALOG ( R) File 635 : Business Dateline(R) 

(c) 2003 ProQuest Inf o&Learning . All rts . reserv. 

0660299 96-17179 

Troy company to develop new 3-D software 

Farrell, Michael 

Capital District Business Review (Albany, NY, US), V22 N36 si pl7 
PUBL DATE: 951218 
WORD COUNT: 622 

DATELINE: Troy, NY, US, Middle Atlantic 
TEXT: 

...takes information from global positioning satellites circling the 
earth to pinpoint an object's exact location . Rebecca Pearce, business 
development manager for CamSys, said that in military applications, knowing 
the exact position of objects is extremely important. 

While the initial application of the system will be for. . . 

. . .believes the technology also can be used by the entertainment industry 
for movie production and video games ; in education and training 
applications such as the production of visual data bases for virtual... 
...If the CamSys product lives up to its billing, it could be the catalyst 
for moving the company out of its current home, the Rensselaer 
Polytechnic Institute Incubator Center in Troy. . . 
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Gesture input type interactive game. Artificial retina chip and its 
application. 

MIYAKE YASUNARI (1); KAGE HIROSHI (1); KYUUMA KAZUO (1) 
(1) Mitsubishi Electric Corp. 

Gazo Rabo, 1998, VOL. 9, NO. 3, PAGE. 36-39, FIG. 7, TBL.2, REF.5 

JOURNAL NUMBER: L2340AAI ISSN NO: 0915-6755 

UNIVERSAL DECIMAL CLASSIFICATION: 681.327.2 

LANGUAGE: Japanese. COUNTRY OF PUBLICATION: Japan 

DOCUMENT TYPE: Journal 

ARTICLE TYPE: Commentary 

MEDIA TYPE: Printed Publication 

ABSTRACT: This paper describes the development of an image input device for 
a multimedia system, which combines an artificial retina chip with { 
32*32 ) pixels with a 16 bit microprocessor. Each pixel of the 
artificial retina, which consists of a photodiode and a differential 
amplifier, is connected to peripheral circuits with three control input 
ports and an output port. This paper explains the structure, operation 
and function of the artificial retina chip, and presents the structure 
and specifications of the artificial retina module developed this time. 
The application of the module to games is also described. 

?tl0/3,k/l 
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Falling Memory Prices, Popularity of Game Titles Create a Wider Playing 
Field - Game Graphics Driving Wild Cards 
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SOLUTIONS WITH A DIFFERENCE - Resellers help customers work smarter with 
multimedia 

PUBLICATION DATE: 930927 
WORD COUNT: 1736 
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Next-century technology: Can you imagine that? - It just might be stranger 
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Everyone's talking multimedia 

Applications will teach PC end users more and faster, with audio and 
visuals 

Publication Date: September 04, 1989 
Word Count: 1354 Line Count: 98 

Caption(s),: Illustration; CW Chart, by Doreen Dahle, The big picture, 
source : Information Workstation Group 
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JOURNAL CODE: EET LANGUAGE: English 

RECORD TYPE: Fulltext 

SECTION HEADING: Multimedia Design 

WORD COUNT: 1362 

TEXT: 

Emerging multimedia, applications present an ever-increasing challenge 
to the performance capabilities of today's microprocessors. Applications 
for 3-D graphics depend on very high floating-point performance to 
support geometry and setup operations on polygons, the basic elements of 
3-D images. Videoconferencing and motion-video- authoring applications 
require an astonishing level of integer performance to support video 
compression of pixel data-an operation that is the single largest 
consumer of CPU cycles in motion-video applications. In applications such 
as sophisticated video games and combined graphics and 
videoconferencing, concurrent 3-D and motion video demand uninterrupted 
integer and floating-point performance for acceptable results. 
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... The system will have 300 stations for services. We view the 

stations as combinations between video games , computer systems, books 
and television. We think we can blend the good parts of each. . . 

...say this is fun." 

So the stations will have such services as a multistation 
interactive video game that persons at different stations can play 
against each other. The system will also offer... 

...are the first steps. Tomorrow's chips will likely have those elements, 
plus a digital image processor , megabytes of memory, and high-speed 
fiber-optic I/O, all on the same chip... 
?tl5/3,k/3,4 
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with proprietary communications and graphics cores, in printer 
controllers that include special interface designs and image - processing 

algorithms, or in single-chip video - game consoles, embedded 
microprocessors are ceasing to be used as standalone chips. 
This is forcing microprocessor... 
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RECORD TYPE: Fulltext 
SECTION HEADING: Consumer ICs 
WORD COUNT: 1892 

improved, many PC board vendors advancing into the entertainment 
multimedia market- particularly those with PC video game 
applications- * 'want MPEG today, not next year,' 1 according to Glenn 



Coffman, director of business development ... dramatically at this year's 
Comdex/Fall, 1 ' predicted Dominic Laval, product marketing manager for the 
Image Processing Busines Unit at SGS-Thomson. He noted that the video 
CD consumer segment and the. . . 
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This is a(n) COMPANY report. 

TEXT: 

2) Animation. Once the character is modeled, its movement or 
animation must be created. Animation, among other things, defines a 

character 1 s size, positioning and shape variably over space and time. 
Animators usually define key frames in an object's line of motion 
between which the computer interpolates positions so the motion appears 
smooth. Most animators still draw each frame of motion , digitize it, 
and then string the frames together to simulate real motion . Video 

game 

animators have become increasingly interested in using software to 
capture the motions of actors and apply them to digital characters - 

3) Rendering. A character 's surface characteristics such as color 
and texture are defined and applied using rendering, the. . . 

. . .market consists of companies that create digital images for 

print media. This industry has been moving to digital images created by 

computer for several years and is considerably more competitive than... 
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